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WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR 
NINTENDO® HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET 
CONTAINS IMPORTANT SAFETY INFORMATION. 


EVERYONE This product has been rated by the 
Entertainment Software Rating Board. 
For information about the ESRB rating, 
or to comment about the 

CONTENT RATED BY appropriateness of the rating, please 

eames contact the ESRB at 1-800-771-3772. 


Official 


Seal of Quality 


THIS OFFICIAL SEAL IS YOUR 
EVERYONE ASSURANCE THAT NINTENDO 


HAS APPROVED THE QUALITY 
Visit www.esrb.org or OF THIS PRODUCT. ALWAYS 
call 1-800-771-3772 for info. LOOK FOR THIS SEAL WHEN 


BUYING GAMES AND 
ACCESSORIES TO ENSURE 
COMPLETE COMPATIBILITY. 
LICENSED BY SALE FOR USE 
ONLY WITH OTHER 
AUTHORIZED PRODUCTS 
BEARING THE OFFICIAL 
NINTENDO SEAL OF QUALITY. 


LICENSED BY 


NINTENDO, GAME BOY, GAME BOY COLOR, THIS GAME PAK IS FOR THE GAME Boy® COLOR AND 
GAME BOY ADVANCE AND THE OFFICIAL SEAL 
ARE TRADEMARKS OF NINTENDO. 

© 1998, 1999, 2001 NINTENDO OF AMERICA INC. 


GAME BoY® ADVANCE VIDEO GAME SYSTEMS ONLY. 
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Starting the Game 
Make sure the POWER switch is OFF. 


Insert the Stuart Little” Game Pak into the Game Boy” Color slot 
as described in your Nintendo Game Boy” Color instruction 
manual. 


Turn the POWER switch ON. 
Note: The Stuart Little” Game Pak is for Game Boy" Color and 
Game Boy" Advance only. 


When the Main Menu screen appears, you will see these 
options: Story Game, Quick Game, Options, Password, Credits, and 
Hi-Score. Use the Control Pad to move up and down to your 
_, selection, and then press START. 


Game Boy” Color Controls 


Platform Levels Racing Levels 


 _: 


Jump Move Forward/Accelerate 
Move Stuart Change Direction 
Run Brake 


Pause Game Pause Game 


A New Member of the Little Family 


George Little is an only child, and his loving mother and father 
want him to grow up like they did, in a happy home with 
someone to play with. So mom and dad expand their family by 
adopting a brother for George. The new kid's 

name is Stuart, but he’s a little different 

than the other members of the family. 


Stuart is a mouse! He talks and 
wears clothes and sleeps in 
a bed just like any other 
kid, but he’s only a 
few inches tall and is 
_ covered with fur! 


It's kind of a hard transition for Stuart when he first joins the 
Little family. His brother George doesn’t know what to make of the 
new member of the family. George had gotten used to being the 
center of his parent's attention. And now there’s someone else 
who's loved just as much as he is! 


Another member of the family has a hard time with Stuart at 
first. Snowbell the cat thinks a mouse is a meal, not a friend! But 
the cat comes to care for Stuart just like everybody else in the 
family. 


Main Menu 


Choose from the following options when you begin playing Stuart 
Little. Use the Control Pad to choose and START to confirm your 
selection. 


Story Game: Play through Stuart Little from the beginning to the 
end. You can use a password to 
continue your game if you decide 
to quit before finishing. 


Quick Game: Play a level of Stuart 
Little wherever and whenever you 

want. You can choose from among 
the available levels using the 

ey Control Pad and START to confirm 

Aa selection. Some of the levels 


are not available right away, but they will open up as you play 
Story Game. 


Options: Select Options to turn the Sound/Music ON or OFF, and 
change the Skill level using the Control Pad and START. 


Password: Select Password to enter in your password. You'll 
continue the game at the start of the appropriate level. 


Credits: See the names of everybody who brought you Stuart 
Little! 


Hi-Score: Select Hi-Score to view the high scores achieved in the 
game. 
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- the exit will open. You have to exit to win the race and progress 
8) to the next level. 


On-Screen Display 


Energy Level Special Pick-Ups 


Lives Remaining -Score 


The status bar indicates the 
number of lives remaining, 
Stuart's current energy level, 
the number of special pick- 
ups collected, and your total 
score. 


You need to collect 10 pick-ups to complete each platform 
level. On a racing level, you need to collect 10 pick-ups and then 


Options Mena 


Select Options from the Main Menu 
to go to the Options Menu. You can 
switch the Sound and Music ON or 
OFF individually and choose a Skill 

level. 


Use the Control Pad to select 
your desired option. Press START 
when you're finished to confirm 
your selection. 


Password Menu 


You'll receive a password each 
time you successfully complete a 
level in Story Game. Write down 
your passwords so you can go “|< 

back and start playing again from a ' 
where you left off. The password . 


stores the most recent game 
progress and Skill level. 


To input your password, select Password from the Main Menu 
and use the Control Pad and the A and B Buttons to change the 
symbols. Press START when you're finished and you'll continue 
your game! If you enter an invalid password, you'll be returned 
to the Main Menu. 


Levels 


Level 1: Wash Day 


Snowbell finds it hard to grasp the 
fact that Stuart is a new member of 
the family. The cat prefers to think 
of Stuart as a potential snack! Stuart 
must keep his distance from 
Snowbell as he collects all the socks 
for wash day. Stuart's travels may 
include a visit to a secret area of the house. 


Level 2: Stick ‘Em Up cis Be S19 80659 


George and his Dad are 
enthusiastic toy model makers. 
George has a wonderful model 
cowboy town and when Stuart 
discovers it, he gets carried away 
playing cowboy and firing his 
pretend gun. 


In this level some toy bandits 
have ridden into town. They fire 
water pistols at Stuart and he has 
to avoid the "bullets" or he loses 
energy. 


Level 3: Ahoy There 


George and Stuart are contestants 
in a model boat race. Unfortunately, 
the boat's radio control device gets 
broken. Stuart volunteers to steer 
the small ship in the race. It may be 
a nice day in the park, but on the 
water in a small vessel it seems like 
a hurricane! Stuart is sorely 
challenged to keep the boat afloat 
and beat the competition. 
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Level 4: Flag Pole Position es 


Some alley cats have "persuaded" 
two mice, Mr. and Mrs. Stout, to 
pretend to be Stuart's biological 
parents. They take Stuart home to 
live with them in a house on a 
miniature golf course. Stuart finds 
out about the phony plan and must 
try to escape. 


Stuart has to drive his car and 
try to stay ahead of his fake parents 
who are chasing him in their cars. 


SR 
“14, 
/4_| 


IR 


BOGGe 1102 80575 


Level 5: Make it Snappy 


Finally escaping from his "parents," 
Stuart floats through the sewers on 
his suitcase using it as a raft. He 

gets chased by alligators who think 
Stuart would make a perfect snack. 


An outboard motor could be 
added to Stuart’s suitcase, making it 
more of a speedboat. Can he find a 
spare motor somewhere? 
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Level 6: Roadster Racing 


Stuart may have escaped his fake 
parents temporarily, but they are 
still hot on his trail as the racing and 
chasing moves to Central Park. 
There’s more hair-raising auto racing 
in a huge park in the busiest city in 
the world. Stuart has to keep ahead 
of the characters chasing him and 
keep his car on the road. 


Level 7: Up To His Neck In It 


Stuart is now on foot and must 
negotiate the dark passageways of 
the New York sewer system. All 
Stuart wants is to find his way 
home. But the sewers aren't a 
friendly place and there are many 
hazards and obstacles that must be 
avoided. 
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Level 8: Escape From Central 
Park 


Home at last, but Snowbell 7 

convinces Stuart that the Littles Every Little in the world 
are out celebrating because they bp ai taste 

are so happy not to have Stuart as Little Lost. I'd better 

a son anymore. In fact, the whole find my way tan ob here 
family is out looking for Stuart, 
posting "Have You Seen This 
Mouse?" posters all over Central Park. 


can find the Little House. 


Stuart, downhearted, goes back to the park and builds himself a 
makeshift home in an abandoned bird's nest. Snowbell has a rare 
moment of conscience and goes to tell Stuart the truth. But, it’s 
too late; the alley cats are out on patrol! Stuart has to make his 

18 escape through the trees and bushes. 


Special Pick-Ups and Collectibles 


Each level has a set of special pick-ups and other items to collect. 
Energy Boosters increase Stuart's energy level (which is indicated on 
the status bar). Speed Boosters temporarily increase Stuart's speed on 
racing levels. Collectibles increase Stuart's score, and must be 
collected to finish each level. 1-Ups give Stuart an extra life. 


Energy Boosters Speed Boosters 


[ +] First Aid Kit a Wind 
et Cheeseburger 4 Outboard Motors 


G Batteries oe 2 


Collectibles 


Laundry 


Sack of Gold 


Coins 


Wrench 


<=OC F 


" Compass 
i Poster 
1-Ups 


a Meatloaf 
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Tiertex Activision 
Executive Producer Producer 
John Prince Peter Lykke Nielsen 
Lead Programmer Associate Producer 
Dave Healey Tom O'Connor 
Graphics Director Director, Global Brand Management 
Kevin Knott Melissa Chapman 
Musical Director Global Brand Manager 
Mark Ortiz Kelli Lee 
Quality Assurance Marketing Associate 
Kevin Ray, Dominic Wong, Matt Geyer 


James Rippon VP, Global Brand Management 
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Donald Campbell, Gary Marshall, 
John Bursey, Gail Lyon—Red 
Wagon Productions, Lucy Fisher— 
Red Wagon Productions, 
Jason Clark and the Stuart Little 
Production Team, Mark Caplan— 
Sony Pictures Consumer Products 


Executive VP Marketing 
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Activision Quality Assurance 


Project Lead 
Geoffrey Olsen 


Senior Project Lead 
Kragen Lum 


QA Console Manager 
Joe Favazza 


Testers 
Eric Rodriguez, Carlos Monroy, 
Leonel Zuniga, Alex Epstein 


QA Special Thanks 
Tanya Langston, 

Nadine Theuzillot, Jason Wong, 
Jim Summers, Tim Vanlaw, 
Sam Nouriani, Jeremy Gage, 
Adam Hartsfield, Ben DeGuzman, 
Jason Potter, Glenn Vistante, 


52 Bruce Campbell, Nicholas Favazza, 


Nathan Lum, Nikkieta Yahne, 
Brianna Holcomb 
Customer Support 


Customer Support Manager 
Bob McPherson 


Customer Support Leads 
Rob Lim, Gary Bolduc, Mike Hill 


Legal 
Mike Walker 
Creative Services 


VP, Creative Services 
Denise Walsh 


Manager, Creative Services 


Jill Barry 


Customer Support 


Note: Please do not contact Customer Support for hints/codes/cheats; only 
technical issues. 
Internet: http://www.activision.com/support 
Our support section of the web has the most up-to-date information 
available. We update the support pages daily so please check here first for 
solutions. 
E-Mail: support@activision.com 
A response may take anywhere from 24-72 hours depending on the 
volume of messages we receive and the nature of your problem. 
Note: Internet/e-mail support is handled in English only. 
Phone: (310) 255-2050 
You can call our 24-hour voice-mail system for answers to our most 
frequently asked questions at the above number. Contact a Customer 
Support representative at the same number between the hours of 9:00 am 
and 5:00 pm (Pacific Time), Monday through Friday, except holidays. 
Please do not send any game returns directly to Activision. It is our 
policy that game returns must be dealt with by the retailer or online site 4 9 
where you purchased the product. e 
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SOFTWARE LICENSE AGREEMENT 
IMPORTANT - READ CAREFULLY: USE OF THIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SET FORTH BELOW. "PROGRAM" INCLUDES THE 
SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ASSOCIATED MEDIA, ANY PRINTED MATERIALS, AND ANY ON-LINE OR ELECTRONIC DOCUMENTATION, 
AND ANY AND ALL COPIES AND DERIVATIVE WORKS OF SUCH SOFTWARE AND MATERIALS. BY OPENING THIS PACKAGE, AND/OR USING THE PROGRAM, 
YOU ACCEPT THE TERMS OF THIS LICENSE WITH ACTIVISION, INC. (‘ACTIVISION’). 
LIMITED USE LICENSE. Activision grants you the non-exclusive, non-transferable, limited right and license to use one copy of this Program solely and exclusively 
for your personal use. All rights not specifically granted under this Agreement are reserved by Activision. This Program is licensed, not sold. Your license confers 
No title or ownership in this Program and should not be construed as a sale of any rights in this Program. 
OWNERSHIP. All title, ownership rights and intellectual property rights in and to this Program and any and all copies thereof (including but not limited to any titles, 
computer code, themes, objects, characters, character names, stories, dialog, catch phrases, locations, concepts, artwork, animation, sounds, musical 
compositions, audio-visual effects, methods of operation, moral rights, and any related documentation, incorporated into this Program) are owned by Activision or 
its licensors. This Program is protected by the copyright laws of the United States, international copyright treaties and conventions and other laws. This Program 
contains certain licensed materials and Activision's licensors may protect their rights in the event of any violation of this Agreement. 


YOU SHALL NOT: 
* Exploit this Program or any of its parts commercially, including but not limited to use at a cyber cafe, computer gaming center or any other location-based site. 


Activision may offer a separate Site License Agreement to permit you to make this Program available for commercial use; see the contact information below. 
¢ Remove, disable or circumvent any proprietary notices or labels contained on or within the Program. 
* Export or re-export this Program or any copy or adaptation in violation of any applicable laws or regulations. 
LIMITED WARRANTY. Activision warrants to the original consumer purchaser of this Program that the recording medium on which the Program is recorded will be 
free from defects in material and workmanship for 90 days from the date of purchase. If the recording medium is found defective within 90 days of original 
purchase, Activision agrees to replace, free of charge, any product discovered to be defective within such period upon its receipt of the Product, postage paid, with 
proof of the date of purchase, as long as the Program is still being manufactured by Activision. In the event that the Program is no longer available, Activision 
retains the right to substitute a similar program of equal or greater value. This warranty is limited to the recording medium containing the Program as originally 
provided by Activision and is not applicable to normal wear and tear. This warranty shall not be applicable and shall be void if the defect has arisen through abuse, 
mistreatment, or neglect. Any implied warranties prescribed by statute are expressly limited to the 90-day period described above. 
EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED, INCLUDING 
ANY WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, AND NO OTHER REPRESENTATIONS OR CLAIMS OF 
ANY KIND SHALL BE BINDING ON OR OBLIGATE ACTIVISION. 
When returning the Program for warranty replacement please send the original product cartridge only in protective packaging and include: 
(1) a photocopy of your dated sales receipt; (2) your name and return address typed or clearly printed; (3) a brief note describing the defect, the problem(s) you 
are encountering and the system on which you are running the Program; (4) if you are returning the Program after the 90-day warranty period, but within one year 
after the date of purchase, please include check or money order for $15 U.S. currency per cartridge replacement. Note: Certified mail recommended. 


In the U.S. send to: Warranty Replacements, Activision, Inc., P.O. Box 67713, Los Angeles, California 90067 

LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM 
POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE OR 
MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN ADVISED OF THE 
POSSIBILITY OF SUCH DAMAGES. ACTIVISION’S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM. 
SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF 
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. 
THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION. 
TERMINATION. Without prejudice to any other rights of Activision, this Agreement will terminate automatically if you fail to comply with its terms and 
conditions. In such event, you must destroy all copies of this Program and all of its component parts. 

U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and documentation have been developed entirely at private expense and are provided as 
“Commercial Computer Software" or “restricted computer software." Use, duplication or disclosure by the U.S. Government or a U.S. Government 
subcontractor is subject to the restrictions set forth in subparagraph (c)(1)(ii) of the Rights in Technical Data and Computer Software clauses in DFARS 
252.227-7013 or as set forth in subparagraph (c)(1) and (2) of the Commercial Computer Software Restricted Rights clauses at FAR 52.227-19, as 
applicable. The Contractor/Manufacturer is Activision, Inc., 3100 Ocean Park Boulevard, Santa Monica, California 90405. 

INJUNCTION. Because Activision would be irreparably damaged if the terms of this Agreement were not specifically enforced, you agree that Activision shall 
be entitled, without bond, other security or proof of damages, to appropriate equitable remedies with respect to breaches of this Agreement, in addition to 
such other remedies as Activision may otherwise have under applicable laws. 

INDEMNITY. You agree to indemnify, defend and hold Activision, its partners, affiliates, contractors, officers, directors, employees and agents harmless from 
all damages, losses and expenses arising directly or indirectly from your acts and omissions to act in using the Product pursuant to the terms of this 
Agreement 

MISCELLANEOUS. This Agreement represents the complete agreement concerning this license between the parties and supersedes all prior agreements and 
representations between them. It may be amended only by a writing executed by both parties. If any provision of this Agreement is held to be unenforceable 
for any reason, such provision shall be reformed only to the extent necessary to make it enforceable and the remaining provisions of this Agreement shall 
not be affected. This Agreement shall be construed under California law as such law is applied to agreements between California residents entered into and 
to be performed within California, except as governed by federal law and you consent to the exclusive jurisdiction of the state and federal courts in Los 
Angeles, California. If you have any questions concerning this license, you may contact Activision at 3100 Ocean Park Boulevard, Santa Monica, California 
90405, (310) 255-2000, Attn. Business and Legal Affairs, legal@activision.com. 
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Activision, Inc., P.O. Box 67713, Los Angeles, CA 90067 
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